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Concerns in sink design 
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Player acceptance 

Distributional effects 
- regressive/neutral/progressive 



Taxes and fees 
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Why does it 
work? 

simple 

exchange 



Side effects 

creates items 






Embroidered Oak Leaf Cloak [Replica] 
Weight: 1 Stone *| 
Stealth +5 
Durability 150 / 150 


MapleStory (2003): items expire 


Ultima Online (1997): items wear out 
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4 Ragged Korean Ruhhei Shoes 

USABLE UNTIL 12-5-2005 AT 14 : 00 

REQ LEV = 0 
REQ STR : 0 
REQ DEX = 0 
REQ I NT = 0 
REQ LUK = 0 
REQ FRM = - 

WARRIOR MflGICIRN BOWMAN THIEF 


_ 

" da 
1 

1 

[C J 











Pocket Trains (2013): technological progress makes old engines obsolete 







Destroying value 



Using up/ 
Wearing out 

Expiration 

Obsolescence 
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Why does it 
work? 



projection bias 

Side effects 



needs constant 
content updates 



Habbo (2000): "soft" obsolescence - items fall out of fashion 










Team Fortress 2 (2008): "soft" inventory limits - pay to expand 



BACKPACK EXPANDER 

Add OO extra slots to your backpack! 
(OOO spaces maximum) 



MapleStory (2003): pay to revive pet every 90 days 



Corgi Pup 


DMS Or HAG£C : 90 


A playful and active Welsh 
Corgi. 


Corgi Pup 


'i.Y'hiita T i n tar 


Persian Cat 


Storm Dragon 
5.000 NX 


Bandit 


3.900 NX 


euy 


GIFT RESERUE 


Habbo (2000): feed pet daily 






Link item ownership with currency spend 



Limited 

Item 


inventory size 

maintenance fee 
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Why does it 

endowment 

endowment 

work? 

effect 

effect 

Side effects 

limits item 
purchases 
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Become an Eco- warrior. Recycle your worthless stuff 
and be rewarded with a random prize. Check out the 
prizes and instructions for recycling. Drag 5 items 
into the braes below and click recycle! 
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Habbo (2000): 
recycling 



Habbo (2000): 

Furni-Matic tracks furni thrown out of the game 




Voluntary surrender 



Recycling 

Buy-back 

Outside 

redemption 

Account 

abandonment 
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Why does it 
work? 

exchange 

exchange 

social 

exchange 


Side effects 

creates items 

creates 

currency 


leavers may 
gift newbies 



Zhengtu Online (2006) treasure chest 



Star Trek Online (2010) added lockboxes in 2012 
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E Nd Battle 


Available Loot: 


DePeab: 


Clash of Clans 
(2012): Willing to 
bet 580g you can 
find a better 
target? 









Gambling mechanics 



Gacha/ 
Slot machine 

Lockbox 

Kompu Gacha 
aka Crack Gacha 
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Why does it 
work? 

gambler's fallacy 
+ sunk costs 

gambler's fallacy 
+ endowment 

gambler's fallacy 
+ sunk costs 
+ endowment 

Side effects 

regulation? 

regulation?? 

REGULATION!!! 





Item A 



gacha' game example 

Collect 4 kinds of items to complete 
a set and win grand prize. 


Item B 


Item C 


item D Grand prize 


¥ ¥ ¥ 

Item 



In some cases, 
collecting a complete 
set can cost hundreds 

of thousands of yen . Image / 

InsideSocialGames 





Item sinks 


• Using up 

• Wearing out 

• Obsolescence 

• Limited inventory size 

• Buy-back 

• Recycling 

• Item transformations 


Currency sinks 

• Payments for items and 
services 

• Transaction taxes 

• Time-based fees 

• Demurrage 

Item and currency sinks 

• Expiration 

• Item maintenance fees 

• Account abandonment 

• Redemption 



ISK Trillions 
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Top sinks and faucets in EVE 

35 

30 
25 
20 
IS 
10 
s 
0 
-5 
-10 


■ Agent Mission Reward 
Brokers Fee 

■ Blueprint 


■ Bounty Prizes ■ Commodity 

Agent Mission Time Bonus Reward Insurance 

> Transaction Tax ■ LP Store 

■ Skill 




1. Concerns in sink design are adjustability, player 
acceptance, and distributional effects 

2. Underused sink designs include soft 
obsolescence, currency demurrage, and 
allowing players to redeem virtual wealth for 
external benefits 

3. Remember to simulate sink effects before going 
live using expected player behavior 





Effect and 
driver 



Expected 

behavior 



Resulting 

outflow 



Total weekly outflow: 50 gold 





Total weekly outflow: 1,250 gold 









Twitter: @ViliLe 


http://mitpress.mit.edu/ 

books/virtual-economies 


Promo code: GDC30 



Poor player 


■ Flat 10c fee 

■ Remaining coins 


Rich player 



Poor player 


■ Flat 10c fee 

■ Remaining coins 


Rich player 


Wealth ratio 0.2 
drops to 0.11 
-> Regressive 



Poor player 


16% fee 

Remaining coins 



Poor player 


■ 16% fee 

■ Remaining coins 

Wealth ratio 
remains at 0.2 
-> Neutral 



Poor player 


■ Remaining coins 


Wealth ratio 0.2 
rises to 0.24 
-> Progressive 


